Codex: Homeworld Gems 


Special Rules 


Gem: 4+ Invulnerable Save, Poison only wounds on 6. Haywire wounds on 2+. Subtype 
specified in parenthesis. 

Shattered Consciousness: A unit composed entirely of models with this special rule 
does not gain the benefits of Objective Secured. At the beginning of each of a Shattered 
unit’s Assault Phases, one Codex unit within 18” must make a Leadership Test. If it fails, 
the Shattered unit is treated as an enemy by all other units until the end of turn, and 
must declare a charge against the nearest unit if possible. 

Fusion: A unit composed of at least two Gems all with the same subtype and the Fusion 
special rule may Fuse at the beginning of its Shooting Phase. Replace the entire unit on 
the battlefield with an appropriate Fusion Gem model, whose base must overlap the 
former location of at least two of its component models. If any of the component models 
is a Character, then the Fusion Gem is as well. A given model may only Fuse once per 
battle. 

A Fusion Gem is a Monstrous Creature with Eternal Warrior and all of the Gem 
Weapons, Mastery Levels, Powers, and Special Rules of her component models (except 
Fusion), but none of their other wargear. Each of her characteristics is equal to the 
highest among her component models. She gains +1 Strength, Wound, and Attack for 
each component model after the first. 

At the end of a Phase in which a Fusion Gem suffers an unsaved wound, she must 
make a Leadership Test. If it fails, replace her on the battlefield with its component 
models, whose bases must overlap the former location of the Fusion Gem. Each model 
in the unit suffers an automatic wound with Ignores Cover, and the unit is Pinned until 
the end of its next turn. 

Heterogenous Fusion: A unit with this special rule may ignore the Fusion restriction 
that all components must have the same Gem subtype. Such a Fusion must make a 
Leadership Test to avoid defusing at the end of every assault phase, even if she did not 
suffer any unsaved wounds. However, her component unit only suffers the 
consequences thereof if at least one unsaved wound was sustained. A Heterogenous 
Fusion gains characteristic bonuses only ever two component models after the first. 
Reconnaissance Probe: Friendly units Deep Striking within 12” of a Reconnaissance 
Probe only roll 1d6 for scatter distance. 


Homeworld Gems Warlord Trait Table: 


D6 | Warlord Trait 


2 Resounding: Blessings cast by the Warlord have unlimited range. If the Warlord is not 


1 What’s the Use of Feeling?: Units in the Warlord’s detachment make morale checks 
at 50% casualties in a phase, rather than 25%. 
rl already a psyker, she gains Mastery Level 1 and access to Resonance 


Clarity of Purpose: The Warlord and her unit gain Zealot 


4 Favored: The Warlord gains a Pearl Attendant with a Gem Chisel. She does not count 
towards the limit of 1 Living Ornament per Character. 
Strong Without Qualifiers: The Warlord gains Smash and Strikedown 


Desperate Fusion: If the Warlord has only one wound remaining, she and her unit gain 
Heterogenous Fusion and may Fuse even if they has already done so that battle. 


Resonance Psychic Power Table 


De | Psychic Power 


Harmonize: Warp Charge 1. Blessing. Select one friendly Gem unit within 18”. The 
selected unit and the Caster’s may choose to use each other’s Leadership score for 
any purpose. 


Bulk Up: Warp Charge 1. Blessing. The Caster gains +1 Strength and +1 Toughness 


Minimize: Warp Charge 1. Blessing. Enemies firing at the Caster’s unit do so at -2 
Ballistics Skill, and her model is ignored when drawing another model's line of sight. 


Supercharge: Warp Charge 1. Blessing. Select one friendly Gem unit within 18”. The 
range and rate of fire of the selected unit's Gem Weapons is doubled. 


Stasis Bubble: Warp Charge 1: Malediction. A selected enemy model within 18” must 
make a Wounds Test. If it fails, it cannot move in its following turn for any reason. 


Dissonance: Warp Charge 2. Malediction. A selected enemy unit within 18” must make 
a Leadership Test on 3d6. If it fails, it’s Ballistics Skill and Weapon Skill are both 
reduced by the margin of failure to a minimum of 1, and it treats open ground as 
Difficult Terrain until the end of its next turn. 


Holo-Clone: Warp Charge 2. Blessing. Add a duplicate of the Caster’s model to her 
unit. The duplicate is identical to the Caster in every way, except that it cannot Fuse, 
generate warp charges, cast psychic powers, or leave the unit. The duplicate remains 
in play until a wound is allocated to it, at which point it is removed as a casualty. If the 
Caster is a Sisterhood of Psykers, an additional member of the Sisterhood may be 


Ll duplicated for each Warp Charge harnessed past the second. 


Options: Gem Weapons 


Projected Weapon: A Fusion Gem may apply the modifiers of two Projected Weapons into a 
single profile. If she does so for a Shooting attack, she may not fire a second weapon that 
Shooting phase. A projected weapon cannot be removed by effects that normally remove 
wargear. 


The basic Gem Weapon has both a Close Combat and a Shooting profile: 


Close Combat Projected 
Weapon 


Assault 1 Projected 
Weapon 


Each Gem Weapon carries one or more modifiers to these profiles. 
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Strength User + 2. Close Combat AP4. Shooting AP6. Concussive. 


Range 24”. User may forgo any number of Close Combat attacks to 
reduce the same number of enemy models in base contact to Initiative 
1 until end of phase. This decision must be made before any attacks 
are resolved. 


Shield 3+ Invulnerable Save 


Points 
| 
Heavy. 


Options: Wargear and Weaponry 


e Destabilization: Successful Invulnerable Saves made against this attack must be 
rerolled. 
Limb Enhancers: User gains +1 Strength and becomes Jump Infantry 
Beam Sweep: To fire this weapon, nominate a point on the battlefield anywhere within 
the weapon’s range, then nominate a second point within 3d6” of the first. Then, draw a 
straight line between the two points. Every unit (friendly or enemy) along the line suffers 
a number of hits equal to the number of models in the unit along the line. If the unit’s 
other weaponry is fired in the same shooting phase, it must be fired at one of the units hit 
by the beam. 

e Finger Beam: This weapon may be fired in either Focused or Wide-Spread modes. 
Each firing mode has its own profile. 
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Destabilizer User Close Combat | Haywire, 
Destabilization 


}Blast Cannon | Cannon fs [Assaut2 | 2 
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Carving Laser Heavy 1 Melta, Beam 
Sweep 


Finger Beam ae 1 Heavy 1 Finger Beam, 

(Focused) Melta 

Finger Beam 4” 2 Heavy 2 Finger Beam, 

(Wide Spread) Melta, Beam 
Sweep 


Options: Gem Artifacts 


Only one of each Gem Artifact may be taken in a given army. 

e Glass of Time: The Glass of Time may be activated after a failed roll in one of the 
following categories: To-Hit, To-Wound, Save, Leadership Test (including Morale, 
Pinning, and Stability checks), Characteristic Test (other than Leadership), or Psychic 
Test. The Bearer may reroll this and any other rolls in the selected category for the 
remainder of the game. Once selected, the category cannot be changed; 30 points. 


e Replicator Wand: All non-Shattered Gem models in the same unit as the Bearer gain 
the benefits of all of the bearer’s non-Gem Weapon wargear, if they do not already have 
it; 75 points 

e Shooting Star: The Shooting Star may be thrown as a grenade once per battle, with a 
profile of S10 AP1 Large Blast. If the bearer rolls a 1 on an Invulnerable Save it resolves 
as if thrown, centered on the Bearer without scattering; 10 points 


HQ: Quartz Commander 
Base Cost: 50 Points 
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Amethyst Commander 4 js [4 {5 [3 fala fio ]- Infantry (Character) 
Jasper Commander ja |5 [4 {5 [3 fafa fio ]- Infantry (Character) 


Unit Composition: 1 Jasper Commander 
Special Rules: Fusion, Bulky, Hammer of Wrath, Independent Character 
Special Rules (Amethyst Commander): Gem (Amethyst), It Will Not Die 
Special Rules (Jasper Commander): Gem (Jasper), Furious Charge 
Options: 

e May be replaced with an Amethyst Commander; free 
May take one item from the Gem Weapons list 
May take items from the Wargear list 
May take items from the Gem Artifact list 
May become a Psyker with a Mastery Level of 1 and access to Resonance and 
Telepathy; +25 

o May become Mastery Level 2; +25 
e May take a Roaming Eye as a Dedicated Transport 


HQ: Sapphire Prophet 
Base Cost: 100 Points 
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Sapphire Prophet 2 j2 [3 j4 [2 [52 fo |. Infantry (Character) 


Unit Composition: 1 Sapphire Prophet 
Special Rules: Gem (Sapphire), Fusion, Psyker (Mastery Level 2, Resonance, Divination), 
Independent Character 


Psychic Powers: Cryokinesis 
Cryokinesis: This is a unique psychic power with the following profile: Warp Charge 1. Nova 
12”. Affected units have -2 Initiative, their Flame, Plasma, and Melta weapons have -2 Strength, 
they may reroll all saving throws against wounds caused by Gets Hot!, and they roll Psychic 
tests for Pyromancy powers at -1. These effects last until the beginning of the Caster’s next 
turn. 
Options: 

e May take one item from the Gem Weapons list 
May take items from the Wargear list 
May take items from the Gem Artifact list 
May become Mastery Level 3; +25 
May take a Roaming Eye as a Dedicated Transport 


HQ: Agate Overseer 
Base Cost: 35 Points 


name fas [ws |e [r [w |i [a fea [sv [te 
Agate Overseer Bea a [oe fs [alge fe Infantry (Character) 


Unit Composition: 1 Agate Overseer 
Special Rules: Gem (Agate), Fusion, Fear, Independent Character, Stubborn, Taskmaster 
Taskmaster: An Agate’s unit gains Fleet and may ignore the effects of being Pinned. 
Options: 

e May take one item from the Gem Weapons list 

e May take items from the Wargear list 

e May take items from the Gem Artifact list 

e May become a Psyker with a Mastery Level of 1 and access to Resonance and 

Telepathy; +30 
e May take a Roaming Eye as a Dedicated Transport 


Elite: Bismuth Architect 
Base Cost: 40 Points 
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Bismuth Architect is |3 [4s [3 [3|3 fe |- | Infantry (Character) 


Unit Composition: 1 Bismuth Architect 
Special Rules: Gem (Bismuth), Fusion, Bulky, Independent Character, Architectural Expertise 


Architectural Expertise: A Bismuth’s unit may choose to reroll any Building Damage Chart 
result, and may force an opponent to reroll any Building Damage Chart result against a building 
it occupies. The unit also receives 3+ Cover Save from battlements and battlefield debris. 
Options: 

e May take one item from the Gem Weapons list 

e May take items from the Wargear list 

e May become a Psyker with a Mastery Level of 1 and access to Resonance; +30 

e May take a Roaming Eye as a Dedicated Transport 


Elite: Pearl Attendant 
Base Cost: 25 Points 
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Pearl Attendant is Ja [3 ja fa fala fo f- Infantry (Character) 


Unit Composition: 1 Pearl Attendant 
Special Rules: Gem (Pearl), Fusion, Living Ornament, Second 
Living Ornament: A model with this rule must be assigned to a Character model without this 
rule from the same detachment during deployment. She is considered to be part of that 
Character’s unit at all times, and does not prevent her from joining other units if she is an 
Independent Character. A Character with a Pearl Attendant gains +1 to her Leadership 
characteristic. A single Character may have no more than one Living Ornament assigned to her. 
Second: A Pearl Attendant joins her charge in any challenge in which she participates. She 
may forgo any number of attacks in a challenge to increase her assigned Character’s WS and | 
by +1 for each until the end of turn. This decision must be made before any attacks are 
resolved. 
Options: 

e May include up to 2 additional Pearl Attendants; +25/model 

e May take one item from the Gem Weapons list 

e May take items from the Wargear list 

e May become a Psyker with a Mastery Level of 1 and access to Resonance; +30 


Elite: Peridot Technician 
Base Cost: 40 Points 
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Peridot Technician ie te ea eta eee | Infantry (Character) 
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Unit Composition: 1 Peridot Technician 
Special Rules: Technical Crew 
Special Rules (Peridot Technician): Gem (Peridot), Fusion, Plotting Computer 
Special Rules (Flask Robonoid): Repair Drone 
Technical Crew: A unit with this special rule may embark on a transport even if there is already 
a unit occupying it, and does not prevent another unit from embarking on the transport it 
occupies. Its models still take up transport capacity. 
Plotting Computer: Select up to 1d3 units at the beginning of each of your turns. Those units 
may reroll their Reserves, Outflanking, Deep Strike, Difficult Terrain, or Dangerous Terrain 
checks until the end of turn. This ability may be used while embarked on a transport. 
Repair Drone: A model with this special rule may voluntarily take a wound with no saves 
allowed during its Shooting Phase to attempt to repair a vehicle or artillery model within 6”, 
including a vehicle it is embarked on. Roll 1d6. On a 4+, the model recovers 1 lost hull point or 
wound or loses the Immobilized condition. 
Options: 

e May include up to 10 Flask Robonoids; +10/model 

e A Peridot Technician may take one item from the Gem Weapons list 

e A Peridot Technician may take items from the Wargear list 

e A Peridot Technician may become a Psyker with Mastery Level 1 and access to 

Resonance and Telekinesis; +20 
e May take a Roaming Eye as a Dedicated Transport 


Elite: Plug Robonoid 
Base Cost: 10 
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Unit Composition: 1 Plug Robonoid 

Special Rules: Reconnaissance Probe, Deep Strike, Very Bulky, Remote Operation 

Remote Operation: Peridot Technicians may use from their Plotting Computer special rule even 
when in Reserve as long as a friendly model with this special rule is on the battlefield. 


Options: 
e May include up to 2 additional Plug Robonoids. Each deploys as a separate unit; 
+10/model 


Up to 1 Plug Robonoid selection may be taken for each Peridot Technician in the detachment. It 
counts as an Elite choice but does not occupy a slot on the Force Organization Chart. 


Troop: Ruby Platoon 
Base Cost: 30 Points 
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Unit Composition: 3 Ruby Troopers 
Special Rules: Gem (Ruby), Fusion 
Special Rules (Eyeball): Hatred (Crystal Gems), Unique Character 
Wargear (Eyeball): Gem Chisel 
Options: 
e May include up to 2 additional Ruby Troopers; +10/model 
May upgrade any Ruby Trooper to a Ruby Veteran; +5/model 
May upgrade one Ruby Trooper to Eyeball; +5 
Any Ruby Veteran may take one item from the Gem Weapons list 
Any Ruby Trooper or Ruby Veteran in the unit may take items from the Wargear list 
May become a Sisterhood of Psykers with a Mastery Level of 1 and access to 
Resonance and Pyromancy; +20 
e ARuby Platoon may take a Roaming Eye as a Dedicated Transport 


Troop: Artificial Fusions 
Base Cost: 20 Points 
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Unit Composition: 2 Artificial Fusions 
Special Rules: Gem (Shard), Shattered Consciousness, Fear, Stubborn, Grasping Hands 
Grasping Hands: This unit has a +3 bonus to Sweeping Advance rolls. 
Options: 
e May include up to 18 additional Artificial Fusions; +10/model 


Troop: Shard Animates 
Base Cost: 50 Points 
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Unit Composition: 10 Shard Animates 
Special Rules: Fearless, Shattered Consciousness 
Options: 
e May include up to 20 additional Shard Animates; +5/model 


Fast Attack: Corrupted Quartz 
Base Cost: 40 
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Corrupted Jasper fou fe [ee [ao latla fe es) Monstrous Creature 


Corrupted Amethyst lo: [a= -fe [ojo fala le |= Monstrous Creature 


Unit Composition: 1 Corrupted Jasper 
Special Rules: Corrupted, Fleet, Hammer of Wrath 
Special Rules (Corrupted Jasper): Gem (Jasper), Furious Charge 
Special Rules (Corrupted Amethyst): Gem (Amethyst), It Will Not Die 
Corrupted: The Invulnerable Save granted by this model’s Gem special rule is reduced to 5+ 
Options: 
e May include up to 4 additional Corrupted Jaspers; +40/model 
e Any Corrupted Jasper may be replaced with a Corrupted Amethyst; free 


Fast Attack: Jasper Platoon 
Base Cost: 35 Points 
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Ultimate Jasper Is [5 |s |e [3 |4]4 |r |- | Infantry (Character) 


Unit Composition: 1 Jasper Trooper 
Warlord Trait (Ultimate Jasper): Desperate Fusion 
Special Rules: Gem (Jasper), Fusion, Bulky, Hammer of Wrath, Furious Charge, Escort 
Special Rules (Ultimate Jasper): Unique Character, Stubborn, Monster Hunter, A Cut Above, 
Comet Charge, Contempt 
Escort: During deployment, any member of the unit may be removed and attached to a different 
friendly unit. If this is done, she is considered to be part of that unit for all purposes and may not 
leave it. No more than one Escort may be attached to a single unit. 
A Cut Above: Ultimate Jasper’s unit may be taken as an HQ choice instead of an Fast Attack 
choice. If this is done, she gains the Independent Character special rule. 
Comet Charge: Ultimate Jasper’s Hammer of Wrath attacks have the Concussive special rule 
and she makes 1d6 of them instead of the normal 1. 
Contempt: A unit containing Ultimate Jasper may not Fuse unless she has only one wound 
remaining. 
Wargear (Ultimate Jasper): Gem Destabilizer 
Options: 

e May include up to 4 additional Jasper Troopers; +35/model 
May upgrade any Jasper Trooper to a Jasper Veteran; +10/model 
May upgrade one Jasper Trooper to Ultimate Jasper; +30 
Any Jasper Veteran may take one item from the Gem Weapons list 
Any Jasper Trooper or Jasper Veteran may take items from the Wargear list 
May become a Sisterhood of Psykers with a Mastery Level of 1 and access to 
Resonance; +30 
e AJasper Platoon may take a Roaming Eye as a dedicated transport 


Fast Attack: Roaming Eye 
Base Cost: 80 
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Unit Composition: 1 Roaming Eye 

Capacity: 15 models 

Special Rules: Deep Strike, Gravity Drive 

Gravity Drive: A Roaming Eye may disengage from combat airspace in its movement phase 
without needing to exit the edge of the battlefield. It may always Deep Strike from Ongoing 
Reserves. 

Weaponry: 4 Blast Cannons 


Options: 
e May add a Carving Laser; + 20 
e May replace any Blast Cannon with a Rocket Pod; +5/weapon 


Heavy Support: Amethyst Platoon 


Base Cost: 30 Points 
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Unit Composition: 1 Amethyst Trooper 
Special Rules: Gem (Amethyst), Fusion, Bulky, Hammer of Wrath, It Will Not Die 
Options: 
e May include up to 4 additional Amethyst Troopers; +30/model 
May upgrade any Amethyst Trooper to a Amethyst Veteran; +10/model 
Any Amethyst Veteran may take one item from the Gem Weapons list 
Any model in the unit may take items from the Wargear list 
May become a Sisterhood of Psykers with a Mastery Level of 1 and access to 
Resonance; +30 
e AnAmethyst Platoon may take a Roaming Eye as a dedicated transport 


Heavy Support: Red Eye 
Base Cost: 150 
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Unit Composition: 1 Red Eye 

Special Rules: Reconnaissance Probe, Deep Strike, Meteoric Impact 

Meteoric Impact: On any turn in which this model enters Hover mode after beginning the turn 
Zooming or in Reserves, it may make a special Tank Shock action in the Shooting Phase in lieu 
of any other action. If this does not result in it becoming Wrecked or Exploded, it and all other 
models within 3” suffer an automatic S8 AP2 hit. 


Lord of War: Hand Ship 
Base Cost: 300 


Cie Front AV | Side AV | Rear AV | Type 


12 Super-Heavy Flyer, Hover, 
Transport 


Unit Composition: 1 Hand Ship 

Capacity: 60 

Special Rules: Deep Strike, Flicker Pods 

Flicker Pods: Units may disembark from this transport via Deep Strike to any point within the 
transport’s forward arc. They may also do so immediately before the transport Crashes and 
Burns. 

Weaponry: Finger Beam 


Fortification: Quartizine Battery 
Base Cost: 40 
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Laser Light Cannon 36" |8|2_ | Heavy 1 | Interceptor, Lance, Skyfire, Linked Fire 


Composition: 1 Laser Light Cannon 
Unit Type: Artillery 
Linked Fire: A model may fire all Laser Light Cannons in a Quartizine Battery as a single 
Shooting attack 
Options: 
e May include up to 3 additional Laser Light Cannons; +40/model 


Fortification: Warp Pad 


Base Cost: 50 

Composition: 1 Warp Pad 

Terrain Type: Open 

Special Rules: Warp Pad 

Warp Pad: A unit held in Reserves by the player who purchased this fortification may deploy 
onto it via scatterless Deep Strike instead of its normal method of entering the board. 


Formation: Jasper’s Army 


Formation: 

e Jasper Platoon 

e Corrupted Quartz 2-4 
Restrictions: 

e The Jasper Platoon must consist of Ultimate Jasper and no other models. She may not 

take a dedicated transport 

Press Gang: Corrupted Quartz units in the formation use Ultimate Jasper’s leadership as long 
as she remains on the board. 
Corrupted Fusion: Corrupted Quartz units in the formation gain Fusion when joined by 
Ultimate Jasper. If the resulting Fusion unfuses, Ultimate Jasper is replaced with a Corrupted 
Jasper model. Slay the Warlord is awarded if she is replaced in this way. 


Formation: Quartz Irregulars 


Formation: 

e Agate Overseer 

e Jasper Platoon 1-3 

e Amethyst Platoon 1-3 
Restrictions: 

e None 
Imperfections: All Jasper and Amethyst units in the formation cost 5 fewer points per model 
than usual. At the beginning of the game, before deployment, roll 1d3 for each. On a 1, models 
in the unit have -1 Strength. On a 2, models in the unit have -1 Toughness. On a 3, models in 
the unit have -1 Attacks. 


Formation: Forward Engineering Team 


Formation: 

e Bismuth Architect 

e Peridot Technician 

e Plug Robonoids 0-1 

e Warp Pad 
Restrictions: 

e The Bismuth Architect must deploy with the Peridot Technician and may not leave her 

unit or take her own dedicated transport. 

e The Warp Pad must be withheld from deployment. 
Scouts: All units in the formation gain Scout 
Warp Installation: Once per game in lieu of any other action during their Shooting Phase the 
Bismuth Architect, or a Plug Robonoid from the formation if the Bismuth is still alive, may deploy 
the withheld Warp Pad anywhere within 2” of the model in open terrain. 


Sub-Codex: Crystal Gems 


Special Rules 


e Limited Roster: Units in a Crystal Gems army may not purchase Blast Cannons, Gem 
Disruptors, or Limb Enhancers, or contain any of the following models except when 
specified in one of the below unit entries: Sapphire Prophets, Pearl Attendants, Peridot 
Technicians, Artificial Fusions, Eyeball, Corrupted Quartzes, Roaming Eyes, Ultimate 
Jasper, Red Eyes, Hand Ships 

e Individual Identity: All Ruby Veteran, Jasper Veteran, and Amethyst Veteran models in 
a Crystal Gems army gain the Character special rule at no additional cost 

e Heterogenous Fusion: All models with Fusion in a Crystal Gems army gain 
Heterogenous Fusion. 


Crystal Gems Warlord Trait Table: 


2S Warlord Trait 


Here Comes a Thought: Any Fusion containing the Warlord may reroll failed 
Leadership Tests to remain fused. 


It’s Over, Isn’t It?: If the Warlord is slain, immediately nominate another valid model to 
be the new Warlord and generate her trait as normal. Slay the Warlord is not awarded 
for killing a Warlord with this trait. 


Strong in the Real Way: The Warlord gains Stubborn and Monster Hunter and may 
reroll failed to-hit and to-wound rolls against units with a higher Strength than her. 


Something Entirely New: A Fusion containing the Warlord may choose one 
characteristic to gain a +1 bonus to when formed. 


On the Run: The Warlord gains Fleet, Hit and Run and Move Through Cover 


Do It For Her: The Warlord may choose to allocate any wounds inflicted on her unit to 
herself. 


HQ: Rose Quartz 
Base Cost: 150 Points 
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Unit Composition: 1 Rose Quartz 

Warlord Trait: Something Entirely New 

Special Rules: Gem (Rose Quartz), Fusion, Heterogenous Fusion, Bulky, Hammer of Wrath, 
Independent Character, Mastery Level 2, Move Through Cover, Unique Character, Healing 
Tears, Rebel Leader 

Psychic Powers: Harmonize, Stasis Bubble, Mental Fortitude 

Healing Tears: This model and her unit gain Feel No Pain (5+) 

Rebel Leader: If Rose Quartz is in your primary detachment, she must be your Warlord. 
Wargear: Gem Shield, Rose’s Sword 

Rose’s Sword: This is a close combat weapon with AP3 and Rending which re-rolls all failed 
to-hit rolls 


HQ: Garnet 
Base Cost: 150 Points 
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Unit Composition: 1 Garnet 

Warlord Trait: Here Comes a Thought 

Special Rules: Unique Character, Made of Love 

Special Rules (Garnet): Gem (Ruby), Gem (Sapphire), Fusion, Heterogenous Fusion, Bulky, 
Independent Character, Mastery Level 3, Cryokinesis 

Special Rules (Ruby): Gem (Ruby), Mastery Level 1 

Special Rules (Sapphire): Gem (Sapphire), Mastery Level 2 

Psychic Powers (Garnet): Warp Speed, Fiery Form, Flame Breath, Precognition, Prescience, 
Scrier's Gaze 

Psychic Powers (Ruby): Flame Breath, Fiery Form 


Psychic Powers (Sapphire): Warp Speed, Precognition, Prescience, Scrier's Gaze, 
Cryokinesis 

Made of Love: Garnet is a special Fusion Gem. She rolls to remain fused at the end of any 
phase in which she suffers an unsaved wound, like a normal fusion. If she unfuses, she is 
replaced with Ruby and Sapphire. Ruby and Sapphire may always re-fuse into Garnet in lieu of 
any other action during their Shooting Phase, as long as they are in the same unit. They may do 
so regardless of other models in the unit, and it does not count towards the limit of one Fusion 
per battle per model. Each time she is re-formed, Garnet has her full starting number of 
Wounds. A Fusion Gem with Garnet as a component treats her as being Ruby and Sapphire for 
the purpose of calculating characteristics. You may choose to deploy Ruby and Sapphire 
instead of Garnet. 

Wargear (Garnet and Ruby): Gem Gauntlet 


Elite: Renegade Pearl 
Base Cost: 90 Points 
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Renegade Pearl 3 ja [3 ja [2 fala lz |- | Infantry (Character) 


Unit Composition: 1 Renegade Pearl 

Warlord Trait: Strong in the Real Way 

Special Rules: Gem (Pearl), Fusion, Heterogenous Fusion, Fleet, Independent Character, 
Mastery Level 2, Unique Character, Second, When You Live For Someone 

Psychic Powers: Harmonize, Holo-Clone, Supercharge 

When You Live For Someone: Renegade Pearl may use her Second special rule to join any 
challenge involving her unit. Additionally, she automatically succeeds on any Heroic Intervention 
rolls. If Rose Quartz is your Warlord, Renegade Pearl gains the benefits of the Do It For Her 
Warlord Trait, despite not being the Warlord. 

Wargear: Gem Spear 


Elite: Forgemaster Bismuth 
Base Cost: 100 Points 
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Forgemaster Bismuth is ja [4s [a [af3 fo f- Infantry (Character) 


Unit Composition: 1 Forgemaster Bismuth 
Warlord Trait: Strong in the Real Way 


Special Rules: Gem (Bismuth), Fusion, Heterogenous Fusion, Bulky, Hatred (Homeworld 
Gems), Independent Character, Mastery Level 1, Unique Character, Architectural Expertise, 
Forgemaster 

Psychic Powers: Harmonize, Bulk Up 

Forgemaster: Any Gem Weapon in the same detachment as Forgemaster Bismuth may be 
Master-Crafted for +5 points/weapon 

Wargear: Master-Crafted Gem Maul, Breaking Point 

Breaking Point: This is a Master-Crafted close combat weapon with AP4 and Instant Death. No 
saves may not be taken against wounds inflicted on a roll of a 6 by this weapon. 


Fast Attack: Lion Pride 


Base Cost: 20 Points 
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Unit Composition: 1 Lion 
Special Rules: Rending, Spatial Rend 
Spacial Rend: A unit containing models with this special rule ignores intervening terrain when 
Running and Charging. It fights at +2 Initiative during any Assault Phase in which it makes a 
non-Disordered Charge. It also counts as being equipped with Assault and Defensive grenades. 
Options: 

e May include up to 6 additional Lions; +20/model 


Heavy Support: Amethyst 5-8XM 
Base Cost: 150 Points 
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Unit Composition: 1 Amethyst 5-8XM 

Warlord Trait: On The Run 

Special Rules: Gem (Amethyst), Fusion, Heterogenous Fusion, Hammer of Wrath, 
Independent Character, It Will Not Die, Mastery Level 2, Unique Character, Scrappy 

Psychic Powers: Harmony, Bulk Up, Minimize 

Scrappy: When Amethyst 5-8XM loses her final wound, mark the location on the board where 
she was removed as a casualty. At the beginning of her following Movement Phase, return her 
to the board with 1 Wound within 2” of that location. Each time this happens, roll 2d6. Ona 


result of doubles, consult the following chart to determine which characteristic she takes -1 to for 
the remainder of the battle. If any of these characteristics is reduced to 0, she is removed as a 
casualty and may not return: 


Wargear: Gem Whip 


Formation: Rose’s Inner Circle 


Formation: 
e Rose Quartz 
e Garnet 


e Amethyst 5-8XM 

e Renegade Pearl 
Restrictions: 

e None 
We Are the Crystal Gems: If Rose Quartz is your Warlord, all members of this formation 
benefit from their Warlord Traits. 
Temple Fusion: A Fusion Gem with all members of this formation as components is a 
Gargantuan Creature. She may fire up to 4 Projected Weapon combinations per Shooting 
Phase. 


